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GAME BOY® COLOR SETUP 


WARNING: NEVER TRY TO INSERT OR REMOVE A GAME PAK WHEN THE POWER IS ON! 


Turn the POWER switch OFF on your GAME BOY® COLOR. 


Insert the Game Pak into the slot on the GAME BOY® COLOR. Press firmly to lock the 
Game Pak into place. 


Turn the POWER switch ON. The Language Selection Screen will appear. Choose your 
language and continue to the Title Screen. 


GAME BOY® COLOR CONTROLS 


CONTROL PAD oe BB 


SELECT \ 


~ TERRORISM: CIVILIANS UNDER ATTACK 


Terrorism has become the new threat to national security. However, it has existed for 
thousands of years. It is basically the use of unconventional warfare by a minority faction 
to coerce others to accept their social, religious or political beliefs through the use of 
violence. Such acts can include kidnapping and holding hostages, assassination, bombings 
and other attacks on the population. While terrorists may be supported by rogue nations, 
they are not legal soldiers according to the international laws which provide the rules of 
war. 

In the past decade, terrorism has spread around the world. Though no one is exactly 
sure where and how RAINBOW was formed, we do know that they have become the best of 
the best in defending our nations against this global threat. Now it’s your turn to lead this 
highly skilled counter-terrorist team in their most dangerous task yet. 5.7 Billion lives 
depend on it. 


OVERVIEW 


Rainbow Six is unlike any other game for the GAME BOY® COLOR. You.are the commander 
of a counterterrorist team made up of operatives from around the world. Your team will be 
called on to perform a number of covert operations from hostage rescue to intelligence 
gathering. 
Each mission can be broken down into two main parts: Planning. and Execuition. Much 

of your time will be spent planning the mission. This consists of first ‘reviewing the. 
— objectives of the mission and selecting a team from a roster of operatives. You can also 
equip your team with the appropriate weapons and equipment, then review blueprints of. < a 
the operation area. Since you can have up to four teams; y 1 must give eacha set of — "oe 
_ orders to follow during the game. You will only control the leader of one: of those groups: 

After the planning is complete, you lead your team into the ‘Mission. Rainbow. eg 
realistic. Just as in real life, a single hit will often incapacitate if kill. The mission dS 
when you have completed all your objectives or all of your ¢ er tives. are. cout of action. i 
you fail to complete a mission, you will get to try it again until you get it right with Re a 
penalty. You must successfully complete each mission in order to advance to t the next. It's ¢ 
possible to complete a mission despite losing some of your team members. er myenel, ea ey oi 
you continue on instead of replaying the mission, these oe will not be oo" Es. 
available to you for future missions. Bis i 


GETTING STARTED 


From the Title Screen, you have three options. 
Highlight the options with UP and DOWN on the Bail Clancy's 


AINBOW SIK 


Control Pad. Select using START. 


Start Game: 
This option takes you to the Start Game Screen 


Options: 
This takes you to the Options Screen 


Credits: 
This takes you to the credits screen. Please take a look to find out who worked long and 
hard to bring this game to you. 


€} 


GETTING STARTED 


start Game ‘i 


At the Start Game screen, you must choose to begin New Game or Re 16 


in progress. These options will take you to either the New canes een 0 
Game screen. ian 


New Game: 
At this screen, you must enter a campaign name and t 
are then taken to the Planning Phase for the first mis 


Resume Game: 
This screen allows you to resume a previously saved 
the planning phase of the next mission in the saved. 


GETTING STARTED 
Options 


The Options screen contains five buttons. Use the Control Pad to highlight and toggle 
options. UP and DOWN highlight the buttons while LEFT and RIGHT toggle the various 
options. 


Music: 
This toggles all music ON or OFF throughout the game. 


SFY: 
This toggles all sound effects during the Action Phase of the game ON or OFF. 


Cursor Speed: 
This refers to the speed of the cursor during the 1st Person sections of the Action 
Phase. You can toggle between SLOW and FAST. 


Back: 


Pressing START when this option is highlighted takes you back to 
the Title Screen. 


—_eeeeeeeeeeree 


PLANNING PHASE 


Briefing: 
This screen provides information on the current mission inclu 
background and purpose. y 


Intel: 
This screen lets you access information on people and 


Here is where you can browse through the capabilitieg of 
select up to four of the most qualified for the current mi: 


Hit Select: 


This screen is where you outfit your team for the m 
set up, you can change the uniform, weapons and 
Operatives. 


PLANNING PHASE 


Assign Team: 
This screen is where you divide your operatives into teams for the mission. You can 
have up to four teams with up to three operatives per team. 


Planning: 
The planning screen lets you examine a blue print of the operation area. You also give 
orders to each of your teams by planning their routes of movement. 


Select Team: 
Once all of your planning is complete, choose which team you want to control at the 
start then begin the Action Phase. 


Action Phase 


Once your planning is complete, the action phase is where you take control of one of the 
teams and go through the mission to complete your objectives. Remember, your mission is 
to save the lives of the hostages. Consider their safety as well as that of your 
Operatives. 


PLAYING THE GAME 


During a campaign, you will receive different missions. For each mission, you will go 
through the same steps. As an example of mission planning, ing eet will. ae you 
through Mission 1: Steel Wind. 


Briefing 


Once a mission has been assigned to you, go first to | EC Control 
the Briefing Screen. Here you will receive your orders SON! Operation: Steel Wind 


as well as the background to the mission. — Earlier this evening. 

Control offers the background to the mission. s | : 
Here you can find out who the terrorists are and a 
little about the location and environment of the 
mission. 

In addition, you can also receive information from’ 
advisors. John Clark, aka, Rainbow Six, is your 
Commander. He will always offer advice about the 
mission. 

Mission Orders informs you what must be done to complete the cen: 

Cycle through the categories using Control Pad and the A and B Buttons. ; 


PLAYING THE GAME 
Intel 


After going over the purpose of your mission, it is a ie tae 
good idea to go to the Intel Screen and get extra AS ARERR RES, 
information which may pertain to the mission. There Connander of the RAINBOW 
are four categories under Intel. * emer lly Mae lhe fo 
The first category, “People,” lists individuals & Sp rr; fr pate or 
involved in the mission in some way. In the example, education. or nilitary 
John Clark is the Commander of RAINBOW. ence a. Recruited by 
“Organizations” lists companies, terrorist groups and earansed Oo: 


so forth. In the example, Free Europe is the terrorist 
group holding the embassy. 
Finally, the “Miscellaneous” section contains any additional information. In the example, 
this section provides background information on the European Union. 

Cycle through the categories using the Control Pad and the A and B Buttons. 


PLAYING THE GAME 


Roster 


When you have learned all you need to about the 
mission, it is time to get the ball rolling. At the Roster 
Screen, you can look at the dossiers of all of your 
operatives and then select up to eight of them for the 
current mission. Each operative is rated in three traits 
and five skills. All of these are used during the 
mission. Next to the traits and skills are a number 
from 1 to 10. The higher the number, the better the 
operative is at that trait or skill. Here is what role 
each plays in the game. 


Aggression: hha Aa 
This trait determines the basic nature of the oparatteg sai al coches! "into olay then he 
or she is controlled by the computer and “snaps” (See self control). The more i 
aggressive the operative, the more likely he or she will use extreme force when 
under pressure, possibly hurting a hostage with oe fre. On the other hand, a 
passive operative may seek cover or panic. : 


PLAYING THE GAME 


Stamina: 
Some people can take more than others. Stamina determines how many wounds an 
operative can receive before becoming incapacitated. The greater the stamina level, the 
more damage they can take and keep going. 


Firearms: 
This skill is used to determine the accuracy of the operative for all weapons. The 
targeting reticle reflects this. This skill also determines how quick an operative responds 
to his or her surroundings such as being shot at. 


Stealth: 
This skill determines how much noise an operative makes while walking. While other 
factors also figure into the equation, the stealth skill is important. If you need an 
Operative to be able to sneak up on the enemy, make sure they have a high stealth skill 
level. 


PLAYING THE GAME 


Self Contra . 
This skill aids operatives in placing a door charge as well as disarm b. The 
higher the level, the less likely the operative will “snap” or panic. : > does 


ese: 
fgc3k 
ft 


snap, his or her aggression level will dictate how they reach: z 


Grenade: ——o 
This skill is similar to the firearms skill except it detoltiines ed UI 


Demolitions: 
This skill aids operatives in placing a door charge @ 
higher the level, the quicker the job is accomplishe 
shotgun blasts it takes an operative to a a de 
Skill. re 


PLAYING THE GAME 


Electronics: 
This skill aids the operative in placing bugs, splicing video, picking locks and bypassing 
security systems. An electronics kit or a lockpick kit will augment this skill, depending 
on the action. 


To select operatives for the mission, cycle through the operatives with the Control Pad. 
Press the A Button to select and deselect the currently shown operative. 


hit Select 


Now that you have your team selected, it is time to Arnavisca, S__ 
outfit them. The game will select a default kit for your ‘UNIFORH +) (4 WERPOHI >| [4 SLT 1+ 
team. However, you will often want to customize it. ae. n= 7. 
Use the Control Pad and the A Button to change 
items. You can assign items to each operative 
individually or issue all the same equipment by using 


4 WEAPOW 2 > 
a 


the “Assign to All” option. i 


PLAYING THE GAME 


gun), a pistol as a 


Each team member carries a primary weapon (usually a submachipg 
backup weapon, some flashbangs and frag grenades or other equip! 
few spare magazines and wear a uniform with some type of body. 
both primary and secondary weapons and then fill the two slots 
for your weapons, grenades, kits, or door charges. Finally, sele 
After choosing the right style, decide on how much body arn 
their role in the mission. For more information on this, see the 
section later in this manual. fF 


Assign Team 


The next step is to divide your operatives into teams. Us tt 
to select operatives and assign them to one of four tee 
Team List is the team leader. You can assign up to t 


PLAYING THE GAME 


Planning [PLANNING 
There is an old adage which goes “To fail to plan is to | ed Team 
plan to fail.” This is never more true than in Rainbow 
Six. The Planning screen is one of the most important 
parts of the game. Here you set waypoints and give 
special orders to each team to synchronize their 
movements. 

Press the A Button and move the Control Pad 
LEFT and RIGHT to select a team. Press the A Button 
to begin placing waypoints in Draw Mode. The A 
Button places a waypoint while the B Button deletes 


them. Press START to return to the team select. Press SELECT to set a waypoint with a Go 
Code. 


PLAYING THE GAME 


Go Codes: 
These are commands which tell a team to stop at the assigned 
receive a Go Code. Go Codes are useful to keep the timing 
example, you could order the teams to wait by different d 
teams are ready, give the Go Code and all will rush throu 
time. 


Execute the Mission 


first attempt. If you fail during the execution, come nao 
flaws and then try it out again. 


ACTION PHASE 
Controlling Your Operative 


This phase is where you put your plan into action. 
You control the leader of your selected team. The 
Control Pad moves the operative around the map. 
The A Button fires the currently selected weapon. 
Holding down the B Button locks the operatives 
facing for strafing. To change to a different weapon, 
press SELECT + A Button. To change the mode of 
your operative, press SELECT + B Button. Pressing 
START takes you to the Tactics Screen and pauses 
the game. 

As your operative moves, a targeting reticule moves in front of the operative, showing 
where his or her weapon is aimed. To fire at a terrorist, aim the reticule at the target and 
press the fire button. 

Doors automatically open as you approach them and your operative will automatically 
ascend or descend stairs and ladders as soon as they come in contact with them. 


22 


ACTION PHASE 


The Game Screen 


The game screen contains important information to help you get 


Mini Map: 
In the bottom left corner of the screen is a small radar di 
at the center of the display. The radar shows which dil 


enemies or other characters you can detect. (PO 
is 


e 


. Mode Display: His: 
In the bottom center of the screen is a box listing the 
possibilities. Normal is the default. Run increases the sp 
movement. In Sniper mode, the operative lies prone a 
allows the operative to shoot farther and mp a ace ure 

Current Weapon: j By 

Directly above the Mode Display, this box lists the ae 


Currently using. 


“ACTION PHASE 


Ammo Count: 
On the bottom right side of the screen are two boxes containing numbers. The left 
number lists how many clips the operative has remaining for the current weapon while 
the right number lists how many rounds remain in the currently loaded clip 


Tactics Screen 


Pressing START during the Action Phase will pause the mission and bring up the Tactics 
screen. Here you can do several things. Move the Control Pad UP and DOWN to select the 
various options. 


NVG [Night Vision Goggles): 
Pressing the A Button while this is highlighted will toggle the night vision goggles on or 
off. These allow you to see better during night missions. The background becomes dark 
green with enemies and other characters displayed in bright green. 


Rules of Engagement: 

ROE for the Team determines how your team reacts to the enemy as it moves 
2a through the mission. This menu has three options which can be selected by 
moving the Control Pad LEFT and RIGHT. 


ACTION PHASE 


Clear: 
The primary goal of the team is to clear the surrounding area: 


Engage: 
The primary goal of the team is to move through an area 
immediate vicinity. 50 


Advance: (CS 


ga 


The primary goal of the team is to move through an 


ROE also allows you to give special orders to the rest o ye 


‘ 


Normal: | 
The other operatives in your team behave ng 
using the ROE for the Team. j 

Hold: 


This orders the other operatives in your team to wait 
until the Normal ROE is resumed. 


ACTION PHASE 


Status of Teams: 
By moving the Control Pad LEFT and RIGHT, you can check the status of the other 
teams in the mission. The status will appear in the bottom left. There are three boxes, 
each one representing a team member. Blue means an empty slot. Green is normal. 
Yellow is incapacitated and Red is dead. Below the boxes is a text bar informing you 
whether the team is Engaged, Waiting or Stacking. There are two buttons in the bottom 
right: Go Code and Go To. 


Go Code: 
Pressing the A Button allows you to select and give a Go Code to the currently selected. 
team. This will allow them to continue their advance through the waypoints to the next 
Go Code or the end of their orders. 


Go To: 
Pressing the A Button allows you to select and switch your control to the currently 
selected team. 
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WEAPONS AND EQUIPMENT 


Rainbow Six allows you to equip your operatives with the latest weapons. and gear. 
Different missions will have varying conditions and requirements, s¢ ure to take 
along the appropriate kit. 4 


Primary Weapons : 


. For all missions, your primary weapon will be your main source ¢ fire m7 
that fits the role of each operative in the mission. 


Hh MPORe: : 

* The preferred submachine gun of counter-terrorist opera 
& Koch’s MP5A2 is known for its reliability and acc 

automatic. 


HH MPSSDS: a 
Terrorists throughout the world fear Heckler & Kock 
So effective that the report of the bullet is minuscule co 
operating. RAINBOW uses the 9mm MP5SD5 aid 
stealth are essential. 


WEAPONS AND EQUIPMENT 


HH MPSH-POW: 
Heckler & Koch’s 9mm MP5K-PDW is a compact version of the classic MP5. Its folding 
stock and light weight make it an ideal choice when a full rifle or submachine gun is 
unmanageable and a handgun is a poor compromise. 


CAR-15: 
A compact version of the M-16, CAR-15 is commonly used when the firepower of an 
assault rifle is needed, but the weight and size is not. It is commonly used by US and 
Israeli special forces. 


M-T6Ae: 
When extra range or firepower is needed, RAINBOW turns to Colt’s M-16A2. Tried and 
true, its 5.56 caliber easily pierces Level Il body armor and has the longest range of any 
of RAINBOW’s standard weapons. 


Benelli MI: 
Whether used for door breaching or highly lethal close quarters combat, a good 
fay shotgun is an essential part of all anti-terrorist teams. RAINBOW uses the 


WEAPONS AND EQUIPMENT 


Benelli M1 Tactical 12-Gauge, largely because its superb recoil characteristics enable a 
skilled operator to fire five rounds accurately in less than ong cig <P 


a 


Secondary Weapons Poe te 


Your secondary weapon is usually a pistol which can be silenced with an additional sound 


- and flash suppressor. Pistols are usually used as a back up to the | primary. if it jams or runs 


out of ammo. However, you can also use it for silent shooting if your prin ary Weapon: 095. : 
not have a suppressor. The heartbeat sensor can also be eas instead yy a pistol, Fay gh 


Beretta 92FS: 


low recoil and a large magazine compared to the | be Kier é 


Beretta 92FSSD: fe 


The specially designed sound and flash suppressor-on 1 this Beretid 
minimizes weight and length to maintain accuracy while cons an impress 
sound reduction. It is the favorite pistol of RAINBOW’s 


f: : 


WEAPONS AND EQUIPMENT 


HH 40 USP: 
Heckler & Koch’s .40 caliber USP is a favorite among those desiring a balance between 
size and firepower. 


HH 40 USPSD: 


This Knight Armament Corporation silencer provides excellent sound suppression to the 
HK .40 USP. 


HH 45 Marke3: 
The extreme ruggedness, reliability, and match-grade accuracy of Heckler & Koch’s .45 
Caliber Mark23 ACP has made it the handgun of choice for all U.S. Special Forces. 


HH 45 MarkSD: 
The specially designed sound and flash suppressor on this HK MK23 virtually eliminates 
muzzle flash and provides more than 35dB of sound reduction. An essential part of any 
RAINBOW mission requiring both firepower and discretion. 


£30} 
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WEAPONS AND EQUIPMENT 


Heartheat Sensor: 
The Heartbeat Sensor is capable of tracking a human heartbeat‘even through hick 
layers of concrete. It works by detecting the characteristic ultra-low-frequeney ¢ lectric 
field given off by a beating heart. This item affects the in- game radar. Making it the 
Current weapon will display all enemies within its detection Be ecouinl radar display. 
saa | 


we {: t i ee 
Equipment Slots eS Ses Se 
Each operative has two slots for additional gear. Equip cath pra fo or thet role’ in he 
mission. Fi 


Extra Clip: . 
Extra magazines for your primary and secondary weap 
doing a lot of shooting. ; 


Frag Grenades: eh 
The M61 fragmentation grenade is the standard issue ¢ 
by infantry throughout the world. While its blast radius 
throw is still necessary to safely clear the blast radius ir 


Flashbangs: 
Capable of stunning observers with a combination bright flash and loud report, 
flashbangs are commonly tossed into rooms to ‘prepare’ rooms prior to entry. The 
valuable seconds gained while potential hostiles recover from the stun effects can mean 


the difference between life and death to a tactical team. Also known as distraction 
devices or stun grenades. 


Lockpick it: 
This kit speeds the picking of locks. Its primary component is a highly sophisticated 
auto-pick capable of opening most mechanical locks in a few seconds. Electrical 
keycard or swipe locks are handled using a classified system containing presets for all 
major keycard variations. 


Electronics Hit: 
This kit adds to the operatives Electronics skill and allows the operative to place bugs, rewire 
security cameras, and other related electrical tasks. It contains a high precision multimeter, 
miniature power supplies, a breadboard, and digital analyzer. A full complement of 
jumpers, clips, and miscellaneous electrical parts rounds out the kit. When equipped, 
the operative needs only to make contact with the device to operate it. 


WEAPONS AND EQUIPMENT 
Demolitions kit: 


This kit speeds both the placing and disarming of explosives. It contains: Jasic electrical 
diagnostic equipment along with the essential mechanical tools needed to perform the 
job. Extra primer, detcord, and a variety of adhesives complete. he kit. When equipped, 
the operative needs onto to make contact with the device bo it 


Cx “ie 4 
“i ‘S \ 


These charges are used to explosively remove doors freee ‘at Flashbangs sa 


need to be used in conjunction with a breaching cha S they: stun; ‘wound, wi 
kill anyone nearby. « 4 


Uniforms 


Choosing the correct uniform is just as important as choosing your weapons. Each mis 
takes place in different terrain and lighting conditions. An a nerati AAR f 
need more protection than others. For example, recon operatives Vor a light unifo 
while those breaching will need a heavy uniform. There are several uniforms fr¢ Bi 
which to choose in Rainbow Six. They come in several dire 

Style is available in three classes. 


WEAPONS AND EQUIPMENT 


Light: 
This class is perfect for nighttime missions and recon specialists. It consists of a 
lightweight Level Ila tactical vest capable of stopping low-powered pistol rounds and is 
rounded out with the standard soft-soled rubber boots, Nomex balaclava, and 
Nomex/Kevlar gloves. 


Medium: 
This class consists of a Level || waist-length tactical vest and a Kevlar Helmet, soft- 
soled rubber boots, Nomex balaclava, and Nomex/Kevlar gloves. The vest is capable of 
stopping most pistol fire, and some submachine gun fire as well. 


Heavy; 
This class consists of Level II body armor extending to the groin and is capable of 
stopping all but the most high-powered of rifle rounds. This is the preferred uniform of 
demolitions experts, as the faceplate on the Keviar helmet offers excellent protection 
from flying debris. The Desert, Camo and Woods heavy uniforms do not include the 
helmet with faceplate and the body armor extends only to the waist since these 
34 uniforms are mainly used on outdoor missions. 


WEAPONS AND EQUIPMENT 


RAINBOW uses seven different uniform patterns. Each is spacey designed, af a specific 
environment or lighting condition. 


Desert: is et oF ee 
This desert camo uniform is used for desert operations and 
Operatives for desert type operations. 


Black: 
Tan: 


Camo: wo mes 
This uniform is used for jungle operations, Usually t 
and Africa. Tae 


WEAPONS AND EQUIPMENT 


HAT: 


This gray uniform is the standard used for urban operations. 


Street: 
This street camo uniform is RAINBOW’s alternative choice for urban assault operations. 


Wood: 
This uniform is used for operations in forests and rural areas. Usually used in European 
and North American operations. The woodland uniforms are a personal favorite of 
Santiago Arnavisca. 


Biosuit: 


This specially designed combat biosuit has reinforced joints and is used in hazardous 
biological and chemical environments. 


426} 


Crawfish Interactive Ltd. 


Programmer: Tom Prosser 

Producers: Tim Bradstock, Daimion Pinnock 
Artists: Emma Denson, Terry Ford 
Music/SFX: Steve Rockett 

Sound Driver: Coyote Developments Limited 
Testers: Tim Coode, David Hardcastle 


CREDITS 
hed Storm Entertainment, In. 


Tom Clancy: Chairman = 

Doug Littlejohns: CEO and President 
Mike Oliver: CFO “ 
Richard Wnuk: EVP,-Sales and Marketing 
Mike Lomas: VP, Product Development 
Robert Houston: VP, Operations = 
Steve Reid: Director of Creative Design. 
Jason Snyder: Director of Engineering 
Brian Upton: Director of Product Design 
Carson Brice: Director’of Marketing 
Brad Smith; Director of Sales y 
Rob Gross: Director of European Marketing aie oo £4 
Mike Eglington: European Marketing Manager 

Chris Legrand: European Marketing Assistant ee ;: 
Kevin Perry: External Development Manager 


CREDITS 
Red Storm Entertainment, Inc. 


Elizabeth Loverso: Operations Manager 
Wendy Beasley: Marketing Manager 
Charles Holtzclaw: Product Manager 
April Jones: Marketing and PR Assistant 
Mur Lafferty: Internet Manager 


Adrian Curry: Fat Bloke 

Stuart White: Quality Control Manager 

Robbie Edwards: Console Quality Assurance Analyst 

Technical Support Representatives: TJ Stankus, Deke Waters, Derek Earwood 
Lab Coordinator: Scott Reid 

Testers: Trent Giardino, Jacob Harden 


Special Thanks to Carl Schnurr and the original Rainbow Six team 


WARRANTY 


Red Storm Entertainment, Inc. warrants to the original purchaser of this Red Storm Entertainment, Inc. software product that the medium on which this computer 
program is recorded is free from defects in materials and workmanship for a period of ninety (90) days from the date of P urchase, ‘ed Storm Entertainment, Inc. 
is not liable for any losses or damages of any kind resulting from the use of this program, whether or not the medi e 

agrees that during the warranty period it will either repair or replace, at its option, free of charge, any Red Sto 
the defective media, postage paid, with proof of purchase, at its Service Center. 


This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void. 
software product media has arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANT) A 
NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE RED STOR -RTAINN | (MPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTAB . S FORA" ULAR PURPOSE, 
ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL RED STOR ENTERTAI EN : . VY. SPECIAL, 
INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THERE ! 

“sy, : 


SOFTWARE PRODUCT. p= Sp ‘e Ae 

(i> ape mn PR OFS; 
Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or jim “dental or canta al r 
above limitations and/or exclusions of liability may not apply to you. This warranty gives you speci > ; also ‘rig 


to state. 


RED STORM CUSTOMER SUP’ 
919 460 9778 
9:00am - 6:00pm / Eastern Sta 
Monday - Friday © 
Note that this number is for nical 
No hints and tips will be given ss ieee the 


RED STORM ENTERTAINMENT'S TIPS VE 
All the hints, tricks and cheats you'll ever need! If you're under 18years of age, pl ase hav ol 
calling. Note that only touchtone phones may acc e 
1-900-288-2583 (CLUE) 
$.95./ minuet 


RED STORM ENTERTAINMENT, INC. 
2000 Aerial Center, Suite 110, Morrisville, NC 27560, USA 
www.redstorm.com PRINTED IN JAPAN 


